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by Tony Watson 


bs’ INTRODUCTION 


I had just seen the big movie of the 
summer, Independence Day, and was 
thinking of games that had alien inva- 
sions of the Earth as their central theme 
(admittedly, a pretty small pool of titles). 
Coincidentally, that same night I sat 
down to read through the latest issue of 
VINDICATOR, with it’s emphasis on 
Metagaming’s products. Now what else 
could result from such a conjunction of 
events but to dig through the game clos- 
et for a copy of Invasion of the Air- 
Eaters? 

Invasion of the Atr-Eaters is one of 
my favorites of the old Microgame line. 
It has that great 1950s schlocky sci-fi 
theme of tentacled, bug-eyed monsters 
bent on the conquest of the Earth bat- 
tling defiant humans scrambling desper- 
ately to come up with the technological 
gizmo that will turn the tide. And what 
scope! The tiny little Microgame map 
depicts the entire globe, and combat 
ranges across continents, under the 
world’s oceans and even in orbit. In the 
best tradition of the Microgame, LAE is 
fast, furious and fun. Even the more 
involved games only last a couple of 
hours. 

Over the next week or so, I played 
maybe a dozen games of AE, both solli- 
taire and against opponents, to add to 
the scorés I’ve played in the years since 
its release. This got me to thinking about 


strategy in the game and those thoughts 
in turn led to this article. I don’t recall 
ever seeing an article that dealt with 
strategy in [AE, something I would love 
to read, so I’ve decided to give it a try 
myself.* 


ce THE STRATEGIC 
SITUATION 


One of the interesting things about 
IAE is that the two sides really do begin 
in very different situations. The Terrans 
are on the strategic defensive; were the 
game to end as it begins they would win 
a resounding victory. They start the 
game with a fairly large force pool and a 
powerful productive capability, but their 
units are technologically inferior to their 
opponent’s, a very telling disadvantage. 
Humanity’s saving grace is their ability to 
research advanced technologies and pro- 
duce units of improved combat capabili- 


* Throughout this article, ’m assuming 
that players are using all the advanced 
game rules with the exception of the Orl 
rules (18.0). (In my humble opinion, this 
rule needlessly complicates the game to lit- 
tle positive effect, and ts probably a relic of 
the decade in which the game was pub- 
lished—the  otl-shocked ‘70s.) The 
advanced rules add a lot of nuance to the 
game and help considerably to balanced tt; 
I’m guessing anyone interested enough in 


the game to read this article is playing 


with the advanced rules. 
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ty. The potential is there to have units 
equal in power to the Aliens, and far 
more numerous. 

The Alien player enjoys several ini- 
tial advantages. They are on the strate- 


gic offensive, setting the overall tone of - 


the game by their choices. That’s 
important, since it’s up to the Aliens to 
effect the changes necessary to win the 
game (the conversion of the Earth’s 
atmosphere to whatever noxious blend 
of gases the Air-Eaters breathe). 
There’s also the advantage of choosing 
the battleground, since the Alien player 
selects the areas attacked, and these 
choices will largely determine the 
nature of combat in the game. Most 
importantly, Alien units are technolog- 
ically superior to the Terrans, a status 
depicted in the game by their much 
more liberal to-hit numbers. But this is 
an advantage that must be pressed early 
on; eventually the Terrans will catch up 
in quality of units and coupled with 
their ability to produce a relatively large 
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quantity of units, this could spell the 
end of the BEM (bug-eyed monster) 
invasion of the Earth. 

The Alien’s method of winning is, 
curiously enough, attrition. Not attri- 
tion of Earth’s military forces; victory 
can be had quite handily without 
destroying any Terran units. No, it’s 
attrition of the Terran productive capa- 
bility and, especially, its atmosphere. 
For the plucky humans, victory comes 
from destruction of key Alien units; air- 
converters, bases and the mothership 
that gives the invaders the wherewithal 
to continue the assault. 


3"\ TERRAN 
STRATEGY 


TAE being a game of invasion, it’s 
no surprise that the invader, in this case 
the Alien player, holds the strategic ini- 
tiative. It’s up to him to set the pace for 
the game by his strategy and move- 
ment. Significantly contributing to this 
advantage is the mobility that beaming 
technology and landers give to the 
invasion force. 


A) OVERALL TERRAN 
STRATEGY 


Terran strategy, especially in the 
early game, is very reactive and very 
limited. Terran armies and sub fleets 
respond to Alien movement by trying 
to get as many units as possible into 
position to attack the invaders. 
Advanced rules like Politics and Antarc- 
tica can make this problematic as does 
the stacking limit of two for army units. 
The most attacks the Terran can get on 
land in a turn is two per stack of Alien 
units. The Terran transport phase 
allows almost complete freedom of 
movement to Terran units, except, of 
course, to the armies that comprise the 
entirety of Earth’s land attack units at 
the outset and only two of which can 
be transported each turn. 

Simply put, the Terrans need to get 
the most units possible firing at Air- 
Eater units, maximizing their chances 
to roll the coveted “1”s that are the sal- 
vation of the planet. Destroying Alien 
units has an intrinsic value, of course, 
stopping production, air-conversion or 
attacks. But, let’s face it, the Terrans 
aren’t likely to win with just armies. 
Taking out Alien units is also important 
for successful tech advances, destruc- 
tion of certain types of Alien units giv- 


ing the favorable modifier to most tech 
rolls. Once advanced technology comes 
on line, the number of attacks and their 
effectiveness will increase. Laser batter- 
ies and tanks may not be any better 
than armies at destroying Alien units, 
but they will increase the chances the 
Terran has to roll “1”s. They can be 
moved freely via transport and there’s 
no stacking limit, so they can concen- 
trate on targets as the Terran player sees 
fit. Disintegrator weapons are even bet- 
ter, destroying targets on rolls of 1 - 3; 
disintegrator tanks are the functional 
equivalent to crawlers. Undersea, 
improved sub fleets match up against 
crawlers on an even basis and have a 
50% chance of destroying Alien units. 


B) TARGETING 


Some important choices have to be 
made when it comes to target selection. 
Early in the game, when limited to just 
two attacks from armies in a hex, tar- 
gets must be selected carefully. When 
presented with the chance to go after a 
crawler/base/AC, what to shoot at? 
Usually bases are the best since you are 
hitting the Aliens at their weakest 
point: their small force pool and their 
limited ability to produce more. With- 
out bases to make more units, it’s sim- 
ply a matter of time before the Aliens 
are defeated. Popping a base is also the 
die roll modifier for laser batteries. 

Of course, a rapidly deteriorating 
atmosphere will bump air converters up 
the list. (When you see the Alien player 
flip over two or three ACs in the 
deployment phase, you'll be able to feel 
the room getting stuffy.) As the game 
continues, this will become more and 
more important. No matter how well 
the Terrans are doing in the game oth- 
erwise, once the atmosphere index hits 
“Q” the contest has been lost. If two or 
more ACs are functioning, it becomes 
imperative to take them out. 

Going after crawlers is, in my opin- 
ion, probably last on the priority list. 
Why? After all, crawlers are the most 
military of the Alien units and the ones 
wreaking havoc on cities. But early on, 
since Terran armies can’t be targeted, 
that’s mostly what crawlers will do — 
attack IUs. IUs are plentiful and 
replaceable, whereas bases and air con- 
verters are less so, so the loss of those 
units could be more damaging to the 
Alien cause than that of a crawler. This 
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isn’t to say that crawlers should never 
be targeted. It’s quite possible that 
that’s all that certain units can attack, 
and if laser technology has been 
attained, destroying a crawler is neces- 
sary for the tech roll modifier for disin- 
tegrator weapons. But on the whole, 
the Terran player can usually absorb the 
losses inflicted by crawlers while con- 
centrating his attacks on bases and con- 
verters. 

Targeting becomes a lot simpler 
(and more fun) once high-tech 
weapons are built. The number of 
attack rolls will increase, allowing more 
versatility in targeting, and the odds of 
destroying a particularly troublesome 
unit can be heightened by simply 
putting more attacks in the hex. Batter- 
ies, of both types, are perfect for shoot- 


“Terran strategy is 
very reactive and 
very limited” 


ing at deployed bases and ACs. Because 
the sequence of play favors the Aliens, 
their mobile units will be able to run 
away from batteries before the combat 
phase, but not so bases and ACs. Tanks 
transported to a hex with a crawler can 
follow it around in the crawler move- 
ment phase (umiless it slips away under- 
water), though landers and beaming 
will allow crawlers to escape. 


C) TECH ROLLS 


One last point: all the clever strate- 
gies in the world aren’t likely to win the 
game if you have lousy luck on technol- 
ogy rolls. Conversely, unwise strategy 
can be redeemed by early good fortune 
on these rolls. Technology filters 
throughout the game, affecting chances 
to hit, the number of units that can 
attack and where they can attack. It’s 
something the Terran player has to pay 
significant attention to. The solution 
then, is to make expenditure on tech 
rolls an important part of production. 
The Human player should be making 
at least one tech roll per turn for most 
of the game and maybe two. Laser bat- 
teries, for instance, should be rolled for 
every turn possible until they are 
attained. Battlefield tactics and targets 
should augment this strategy, making 


Volume 1, Issue 6c 


sure that the prerequisites and modifier 
conditions have been met to make the 
roll. 


D) PRODUCTION 


Unlike Air-Eater production, 
which is often subject to the vagaries of 
luck, Earth’s production is straightfor- 
ward with the number of existing 1Us 
being spent to buy units or tech rolls. 
The initial base of forty-five seems gen- 
erous, but it can be scary sometimes 
how quickly it can be whittled down by 
crawler attacks. 

Early on, there’s not much to 
spend on, which is good since the units 
available, armies and sub fleets, are the 
most expensive in the game. The two 
unbuilt armies are usually brought into 
play on the first few turns, while sub 
fleets are purchased if the Aliens are 
establishing a presence underwater. In 
my experience, a pretty standard mix of 
expenditures for the first turn or two is 
thirty for an army, ten for a tech roll 
and five saved (usually toward IU 
repair). 

As the game goes on, choices 
become harder. The IU base can be 
shrinking due to the invader’s attacks 
while tech rolls, unit builds and IU 
repair/air conversion compete for what 
remains. Having to make the tough 
choices is one of the interesting parts of 
playing the Terran position. What to 
buy when is largely determined by the 
situation at the time and takes some 
thought. 

A few general observations can be 
made: 

(1) Tech Rolls: I mentioned earlier 
how important I believe advancement 
of technology to be to the Terran 
cause. To that end, the “budget” every 
turn should include funding for at least 
one roll until disintegrator technology 
is attained. More can be better and is 
sometimes necessary. 

(2) IU Repair: 
Terran players may 
be tempted to let 
destroyed IUs go 
unrepaired because 
of the relatively high 
cost of repairing 
them. There seems 
to be a cushion of 
about five [Us that 
can be lost without 
much concern; 
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Earth can do quite nicely on a budget 
of forty. Dropping below thirty-five can 
be problematic and below thirty down- 
right scary. Choices then can be real 
difficult. There’s a snowball effect, too: 
since repairing [Us costs Us, letting 
your base slide too far can make it very 
difficult to catch up. Keeping your IU 
count up helps ameliorate that prob- 
lem. The rule allowing production to 
be saved toward a future purchase is 
handy here. Stashing those remaining 
[Us in that account will allow an IU to 
be repaired every two or three turns, 
seemingly for free. 

(3) Reconversion: It’s expensive (if 
you’re lucky enough to have it) but 
necessary — everybody’s gotta breathe. 
The better way to deal with the air 
index is to destroy the ACs doing the 
damage rather than spending the fifteen 
1Us to counter their effects. Deciding 
whether or not to spend on this is usu- 
ally pretty simple, since the arithmetic 
of the air index can be very compelling. 
An index in single digits can focus the 
Terran player’s thoughts quite effec- 
tively. 


L." ALIEN 
STRATEGY 


A) AIR-EATER 
ADVANTAGES 


At the onset of the game the Alien 
player has three important advantages. 
Success in the game is largely deter- 
mined by how long these advantages 
can be maintained and exploited. 

(1) Mobility: Beaming and landers 
make Alien units very mobile, the for- 
mer lets units move to any place on the 
network of bases and the mothership, 
while the latter gets units to any hex on 
the map. Terran armies have limited 
transport capability and are restricted 
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by terrain and political considerations 
as to where they can go. The sequence 
of play for movement aids the Alien 
player as well since landers and final 
beaming take place after all Terran 
movement is complete. The Alien 
should use this advantage to good 
effect, getting away from concentra- 
tions of Terran units and striking where 
the Earthers are weakest. 

(2) Better Weapons: Basically, 
Alien units firing at Terran targets have 
at least a 50% chance of hitting that tar- 
get (100% in the case of batteries), 
while Terran units have a one in six 
chance of getting a hit (landers being 
an easier target in most cases). This is a 
hefty advantage that helps a great deal. 
Even at their best, Terran units are just 
the equal of the invaders’. 

(3) Firing First: What better way to 
capitalize on having better rayguns than 
getting to use them first. This is an 
important benefit that never goes away, 
no matter what units the Terrans have 
researched. The Alien player knows that 
every unit that can attack in the combat 
phase will be able to, something the 
Terran player can’t count on. I[t’s a 
helpful advantage in most situations 
and very important when the Terrans 
are attacking with a few good or expen- 
sive units. For example, a crawler 
defending a base attacked by a pair of 
laser batteries and a disintegrator bat- 
tery can take out the DB before it ever 
gets a shot off and greatly increase the 
chances the base will survive. In orbit, 
firing first is absolutely critical to the 
Alien player, as will be discussed a bit 
further on. 


B) ALIEN UNITS 


Where Terran units are all combat 
pieces, Alien units are very specialized. 
designed for specific tasks. A brief sum- 
mary is shown at right. 

The specialization of units is, of 
course, tied to their functions. Bases 
have the primary purpose of producing 
more units; this is key, since the initial 
force pool of the Alien player is proba- 
bly not adequate to win the game. 
Bases also serve as terminals for beam- 
ing movement, providing instanta- 
neous movement within the network of 
bases and the mothership. 

Air converters quite simply lower 
the atmosphere index, and since getting 


+ 


that index to zero is how the Air-Eaters 
claim victory, it can be said that they are 
the most important Alien unit type. If 
three or four are working, the Terran’s 
days are, very literally, numbered. Once 
the technology is attained, atmosphere 
reconversion is a costly expenditure, 
and [Us diverted to that purpose aren’t 
making tech rolls or producing units. 
Compelling the Terrans to spend on 


“Air Converters are 
the most important 
Alien unit type” 


reconversion is the most cost-effective 
way of soaking up Terran production: 
to counteract the effect of one func- 
tioning AC unit costs fifteen [Us, as 
much as a trio of laser or disintegrator 
weapons would cost to produce. And, 
the act of reconversion does nothing to 
the air converter; it still must be 
destroyed to stop its effects. 

The primary purpose of the 
crawlers is to destroy Terran industry; 
and, as long as this is going on, the 
Alien player has the military initiative. 
Grinding away at Earth’s productive 
capabilities will limit the number of 
tech rolls the Terran player can make or 
the number of units he can produce. In 
a manner similar to air converters, the 
effects are expensive to counteract, 
costing ten [Us to repair one. The Ter- 
ran player can allow a certain number 
of industrial units to go unrepaired, but 
as his total slips toward thirty, repairs 
can’t be neglected. On the other hand, 


ALIEN 

UNIT PURPOSES 

Landers Moving other units, pri- 
marily from the MS to the 
map; secondarily, moving 
crawlers around the map 

Escort Defense of the MS by 
attacking Terran SAFs and 
Producing other units; 
beaming stations 

i Conversion of the atmos- 


corvettes 
Converters | phere to win the game 


Attacking Terran industry; 
secondarily, attacking Ter- 
ran units 


if crawlers are being forced to fire at 
terran units, either to protect bases or 
ACs or, even to defend themselves, that 
initiative has been lost. At that point 
the crawlers are trying to keep the cause 
going, but not doing much to further 
it. Destroying laser tanks or disintegra- 
tor batteries doesn’t advance the Alien 
agenda per se, but serves only to pro- 
tect assets that do. 

Escorts are almost exclusively 
defensive units (the exception being the 
use of optional rule #23), there to pro- 
vide a defensive shield against Terran 
space attacks on the mothership. In 
general, if escorts are seeing much 
action, the Alien player better have 
something else going, and going well, 
‘cause the Earthers have moved over to 
the offensive. 


B) INITIAL FORCE POOL 


This is a crucial factor in the Alien 
strategy. At no other time in the game 
will the Alien player have such a chance 
to build so many units. The type of 
units and numbers of units picked will 
depend on the strategy chosen. If the 
Alien player has decided to make an ini- 
tial assault on Terran industry, the mix 
will emphasize crawlers; if the choice 
has been made to go for a quick win via 
air conversion, then ACs will be empha- 
sized. Any mix will have to include 
bases, for without bases the invaders 
won’t be able to replace their losses and 
increase their forces. 

Landers are a real decision. They 
can only be built at the base on the 
mothership (MS), which limits the 
chance you'll be able to build one upon 
demand later in the game. Initially, they 
are the only way to deploy units onto 
the map; throughout the game they 
remain a good way of moving units 
around that can’t benefit from beam- 
ing. Lander’s are essentially trucks; 
beyond moving units around that do 
contribute to victory, they don’t do 
much on their own. Selecting a lot of 
landers in the initial mix will allow the 
alien player to deploy his units faster, at 
the cost of fewer units of other types 
over the next few turns. It’s an interest- 
ing trade-off. Building four is not 
uncommon, giving you enough other 
builds to produce a useful force as well 
as the mobility to deploy it. Three is 
also a possibility, with slightly slower 
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deployment, but a larger supply of 
attack units. 

Whether to build escorts or not is 
another consideration. Like landers 
they can only be built on the MS, so 
only one per turn can be produced and 
that only with a favorable die-roll. 
However, they’re not very useful early 
on when the Alien needs to press his 
advantage. It’s probably a good idea to 
build at least one escort initially, two 
provides more of a cushion, while a 
very pessimistic Alien player might 
select three. Myself, I can’t see using 
more than two initial builds for units 
that won’t have a useful purpose until 
the midgame. Better to produce escorts 
later as needs for other units allow. 
However, once the Terrans are show- 
ing the capability and intent (by pro- 
ducing SAFs) to make a run at the 
mothership, producing escorts on the 
MS is crucial. Unfortunately, you’re 
relying on a 50% chance-to-build base 
to throw together a defensive screen 
and should you have some bad luck... 


C) THREE ALIEN 
STRATEGIES 


Having briefly explored facets of 
Air-Eater units let me outline a few 
strategies for using them that I have 
tried in the past. Each has strengths and 
weaknesses; none is a sure-fire perfect 
plan. That’s just fine with me. Perfect 
plans make for less than perfect games, 
and I don’t think IAE would have the 
appeal it does now if it were prone to 
them. 


The Undersea Strategy 

One strategy the Alien can follow is 
to initially deploy bases in all-sea hexes. 
This is a pessimistic ploy, assuming the 
worst. The advantage of this strategy 
applied early is that the Terrans will be 
very limited in the number of attacks 
they can make against Alien units 
underwater, particularly bases. The 
Earthers start with four sub fleets (SFs) 
and can build two more for a maximum 
of six, until their improved sub fleets 
are researched and built. That’s not a 
whole lot of attacks, so Alien units 
underwater should be relatively safe. 
Moreover, SFs can be destroyed where 
armies may not, and they are fairly 
expensive to replace, diverting Terran 
production to building units rather that 
research and IU repair. A crawler pro- 
tecting undersea bases can beam to any 
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threatened base and stand a good 
chance of destroying one of the attack- 
ers. To implement this strategy, the 
Alien player builds three or four lan- 
der/bases combos and on the first turn 
lands these in all-sea hexes adjacent to 
good targets (i.e. concentrations of 
Terran IUs). Hexes 1019, 1317, 1213 
and 2011 are good choices. On the sec- 
ond turn, crawlers on the MS are 
beamed down, move ashore and start 
trashing urban centers. On the third 
turn and thereafter, any crawlers built 
by the deployed bases can continue the 
onslaught. Eventually, the Terrans will 
research Improved Sub Fleets (ISF) and 
start to build them. Even then, there’s 
still some advantage in combat, since 
there are fewer ISFs than disintegrator 
batteries and tanks (their combat to-hit 
equivalent), and they are more expen- 
sive to build. 

The disadvantages of this strategy 
are several. First off, the Alien player is 
relying entirely on less than reliable 
production bases underwater and on 
the MS. This is a slow growth gambit 
that trades productive capability and 
time for a measure of security. A turn 
or two of production drought com- 
bined with Terran hits on a crawler or 
two could bring the glorious conquest 
to a halt. Secondly, since ACs can’t be 
deployed on all-sea hexes, the advan- 
tage of producing and deploying an AC 
in the same turn is lost. ACs will have 
to be beamed to the MS and deployed 
via landers to remote/inaccessible spots 
(Arctic islands and, especially, Antarcti- 
ca — see below). 
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The underwater strategy has its 
drawbacks and it may not be a good 
initial strategy. On the other hand it’s 
also a likely second stage strategy in a 
game where the Terrans have disinte- 
grator technology and bases are not 
very survivable on land. In such cases, 
moving to the seas can give the Aliens a 
place to hide out and get a second 
wind. If no underwater combat has yet 
taken place, the Terrans will have been 
prevented from even trying to improve 
to ISF technology, so initially, at least, 
Aliens will be facing only sub fleets. 
Each turn that the Terrans don’t 
achieve ISF tech gives the invaders time 
to expand their undersea domain. If the 
air conversion is going well, a few turns 
of relatively unmolested production 
and regrouping can really help while 
still advancing the cause. 


The Antarctic Strategy 

In my opinion, the Antarctica rule 
is one of the key balancing factors in 
the game. Without it, the Aliens are in 
a worse situation in a game that already 
slightly favors the Terrans. With it, the 
invaders have an important advantage. 
So, how to use this to advantage? 

The Antarctic strategy is a variation 
of the undersea strategy discussed 
above; it trades poorer production for 
protection against attack, but it does so 
even better. Since Terran armies can’t 
be transported into all land hexes in 
Antarctica, Alien units deployed away 
from the coasts have a few turns before 
having to face attack. More important- 
ly, ACs built on bases in Antarctica can 
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be deployed on the turn built, some- 
thing not possible with the undersea 
strategy. They can begin churning away 
at the Earth’s atmosphere quickly while 
the Earther armies are slogging 
through the ice to get to them. The 
Terran player may even be forced to lob 
in a nuke to cut the advantage (and play 
hell with the hole in the ozone layer at 
the South Pole). 

On the other hand, this strategy 
can be short-lived, since it’s vulnerable 
to advances in technology. For batteries 
and tanks, the Antarctic hexes are the 
same as any other land hex; they can 
transport there freely and alien units 
there are just as accessible as those on 
other land hexes. Once this situation 
obtains, Antarctica loses much of its 
charm. Indeed, at that point it’s proba- 
bly better to build new bases outside 
Antarctica so that they can produce 
automatically. 


Playing Politics 

An Alien player may decide to 
eschew the protection afforded by 
building initial bases in “difficult” ter- 
rain and ¢9 straight into the fray, toe- 
to-t: ‘ecle with the Earthmen, by mak- 
ing their initial landings on or near 
urban areas within reach of Terran 
armies. The trick is not to be too easily 
in reach. : 

A key consideration here is to play 
politics and take advantage of petty 
human dissension by concentrating on 
one political grouping (remember, I’m 
assuming that the Politics rule is being 
used; if not most of what I’m writing 
on this strategy is rendered moot). The 
Politics rule essentially splits IU hexes 
into areas where Soviet/East European 
armies can go and those Western armies 
can’t occupy (as well as putting restric- 
tions on the movement of non-aligned 
armies). The edge for the Alien is 
attacking [Us of one bloc while the 
forces of the other bloc are unable to 
join in the defense of these sites, effec- 
tively reducing the size of the defend- 
ing Terran force. The best target is 
North America: there’s only one army 
there initially, only the NATO and 
Japanese armies can be transported in 
(the Japanese army, like the second US 
army, has to be built), and there is a 
rich abundance of IU clusters to attack. 
Branching attacks against the IUs in 


South America, Europe, Japan and 
Australia are easy enough, since the 
same small pool of armies are the only 
ones that go to those hexes — this 
where the mobility afforded by landers 
is very helpful. Soviet and Chinese 
armies will stand by watching, no 
doubt snickering that the capitalists are 
only reaping their just punishment. 

Bases deployed on regular land 
hexes produce without rolling. The 
Alien can count on each base so 
deployed to produce a unit every turn. 
On the other hand, they are more sub- 
ject to attack from Terran armies. ACs 
produced can be immediately deployed 
or shipped off to other areas — Antarc- 
tica springs to mind — to be deployed 
on the following turn. 

Once the air index reaches ten, the 
political restrictions are removed, but 
by that time a lot of havoc should have 
been wreaked throughout the Free 
World (or the East Bloc, if you have 
chosen to play politics and go after the 
Soviet Union and Eastern Europe). 


S" ORBITAL 
COMBAT 


Combat in the orbital box is fairly 
unique and deserves its own section for 
discussion. Let me briefly consider 
some factors for both sides. 

The orbital box is the Alien home 
turf — it’s where they start and can feel 
a certain security, at least for a while. 
Initially, Alien units placed there (the 
Mothership and escorts) are safe from 
attack. Once the Terrans research and 
build orbital-capable units, the war 
comes to the Aliens. 

The progression for the Terran 
player is very linear: research SAF/ 


‘build SAFs/launch attack/research 


corvettes/build corvettes/launch at- 
tacks to remove Alien ships from orbital 
box. It’s a fairly expensive proposition, 
since several research rolls must be 
made, and at ten IUs each, space units 
are expensive to build. Interestingly, 
space attack forces are the only tech 
advance without a prerequisite (so a 
tech roll can always be made) and the 
modifying condition, destruction of a 
lander, isn’t all that improbable, espe- 
cially when using the Air Forces rule. 
Sometimes, the Terran player can sur- 
prise the Alien player with an early 
orbital counterattack by means of quick 


success with the tech roll and plowing 
the large batch of initial [Us into an 
early SAF strike force. 

Once SAF tech is achieved, the 
Terran player needs to commit to 
building a large number of them or 
none at all. This is a function of the to- 
hit numbers in the orbital box. Since 
the Alien player resolves combats first 
and escorts automatically destroy SAFs 
when firing at them, the Terran orbital 
forces will have to number E + 1 
(where “E” is the number of escorts in 
the orbit box) to have a chance at even 
attacking. Given that the mothership 
kills SAFs on 1 - 3, the only way to be 
sure to get off a shot is to have E + 2 
SAFs. This can be an expensive propo- 
sition as SAFs cost ten to build, and if 
there are more than several escorts, this 
could eat up all of the Terran produc- 
tion for a turn and then some. With 
luck though, this will only have to hap- 
pen once, since the point of the attack 
is to meet the prerequisite and modifier 
for the corvette tech rolls. (Failing to 
follow-up the attack with a successful 
tech die roll may mean doing it all again 
— a Terran orbital counterattack is a 
dramatic event indeed.) SAFs are inter- 
im units, weak and not very survivable, 
but corvettes are much more sturdy 
and capable, with the potential for tak- 
ing out the Air-Eater escort fleet and 
destroying the mothership. A last 
thought on SAFs: they are quite vul- 
nerable to attack by crawlers being 
moved around by landers, so if the Ter- 
ran player is opting to build a fleet it’s 
best to do so all at once and then move 
them en masse into the orbit box dur- 
ing the following transport phase. 


Bs." CLOSING 
THOUGHTS 


The ideas and observations record- 
ed here are hardly intended to be the 
final word on JAE. They’re just the dis- 
tillation of my experience with the 
game. In fact, I’d like nothing better 
than to read what other people think 
about strategy and smart play in the 
game. If what I’ve written here helps 
you enjoy playing Invasion of the Air- 
Eaters, that would be good; if it causes 
you to offer up your own ideas on the 
topic, even better! C) 
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HOUSE DIVIDED: 
A CLOSES LOOK AT REVOLT ON ANTARES 


by Carl Forhan 


Revolt on Antares was a great little 
Minigame put out by TSR in 1981. Of 
all the TSR Minis that I have owned or 
played, this is my favorite. It sported a 
nice plastic case, two dice, a full-color 
map, and a sheet of two-color counters. 
The theme of the game is centered 
around the concept of several powerful 
“houses” vying for power on the planet 
Imhirrhos in the Antares system, but 
very little information is provided on 
the houses and how to utilize the forces 
at the players’ disposal. This article will 
attempt to remedy that situation, by 
analyzing the troops, territory and lead- 
ers associated with each house. 


HOUSE ORSINI 


Orsini sports a strong if single- 
minded military presence in the form of 
three Power Infantry and two Hover- 
craft. The Power Infantry are only over- 
matched by Leaders or Laser Tanks, 
and the twin Hovercraft provide a nice 
support mechanism for moving the 
troops quickly across the sea. Only one 
other house, Kinrabe, is present on the 
continent, making it a good stronghold 
in the northwest. Orisini’s power of fas- 
cination is only moderately useful in 
combat, and should not be relied upon 
to win many battles. House Orsini is a 
solid, middle-of-the-road house that 
makes a good addition to a player’s 
existing alliance. 


HOUSE MACKENZIE 


Mackenzie has always been my per- 
sonal favorite. The fortress is the only 
one on the southern continent, with 
the nearest potential enemy fortress 
located eleven hexes away. The troops 
have a better mix than Orsini, since 
instead of a second Hovercraft, they 
possess a Laser Tank battalion. Add to 
that a Leader power that allows the 
teleportation of any one Mackenzie 
counter to any unoccupied hex, and 
you’ve got a force to be reckoned with. 
Use the teleportation power to mount 
surprise offensives by suddenly drop- 
ping a Laser Tank or Power Infantry 
where your opponents least expect it, 
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but keep that Hovercraft protected as 
well, since it’s your only other option 
for getting troops off the mainland. 
House Mackenzie is a strong house 
that makes a good first choice for start- 
ing the game. 


HOUSE KINRABE 


Kinrabe shares the same northwest- 
ern continent that Orsini does, and is 
well equipped to either complement or 
oppose the forces from that house. 
Here we have another well-balanced 
mixture of troop types, including a 
Laser Tank, Power Infantry, Jump 
Troops and a Hovercraft. The Jump 
Troops make good wild card troops, as 
they can traverse any terrain yet are 
stronger than Hovercraft. The down- 
side to this array of forces is that you 
only have a single Laser Tank and 
Power Infantry for big guns. Keep your 
forces moving around, and always have 
a Jump Troop or Hovercraft in range 
to support your remaining forces. Like 
Orsini’s fascination, Kinrabe’s illusory 
power is only of limited use, but superi- 
or in that all damage to the stack where 
Kinrabe is present can be averted by the 
roll of a die. House Kinrabe features a 
lot of mobility in its troops combined 
with a good balance, and makes a 
strong addition to any player’s alliance. 


HOUSE FITZGERALD 


Fitzgerald is in the heart of the 
contest on the eastern continent. Most 
of his territory is spread out far from his 
fortress, but don’t be deceived. This 
area needs to be well protected. And it 
car be, thanks to another great blend 
of firepower and mobility. This house 
has some of the strongest military 
might represented in a Laser Tank and 
two Power Infantry troops. Fitzgerald’s 
power, which increases the combat fac- 
tor of each troop stacked with him, 
reinforces this presence. Have your eyes 
on both the Sessedi and Braganza 
houses, which are in close proximity 
and have weaker forces than your own. 


Once an alliance or coup is secured 


locally, you will have the buffer zone 
necessary to extend your grasp further. 


House Fitzgerald makes an excellent 
choice for a starting house for your 
alliance. 


HOUSE SESSEDI 


Sessedi is located in the northeast- 
ern section of the continent, only a few 
short hexes away from potential threats. 
Don’t forget about that back door 
which would allow Kinrabe to make a 
sneak attack against your citadel! Sesse- 
di possesses the same big guns as 
Fitzgerald. but is at a disadvantage due 
to no Jump Troops and only one Hov- 
ercraft. It will be difficult at best to 
maintain any sort of control-on your 
foreign holdings. Look for an ally in the 
nearby houses to strengthen your posi- 
tion. Sessedi’s power for recruiting 
Galactic Heroes is useful but indecisive. 
If you can recruit a couple Heroes early 
on, your chances of survival will be 
greatly increased. House Sessedi should 
only be chosen early in the game if it 
will strengthen the position of your 
other houses, or perhaps prevent your 
opponents from doing the same. 


HOUSE BRAGANZA 


Braganza is another house that is in 
a precarious position at the start of the 
game. She possesses quite a few pieces 
of land across the board, but can do lit- 
tle to maintain them with only four 
troops. The good news is that one of 
them is a Jump Troop, which should be 
easier to protect on its own, should the 
need arise. Braganza’s lightning power 
can be devastating to friend or foe, and 
thus should be used with caution. An 
alliance with nearby Edistyn would 
wrap up the southern portion of the 
eastern continent, otherwise be pre- 
pared for a fight on your doorstep. 
House Braganza should only be chosen 
early in the game if it will strengthen 
the position of your other houses, or 
perhaps prevent your opponents from 
doing the same. 


HOUSE EDISTYN 


Edistyn is my second favorite 
house. All of his holdings are on one 


— continued on page 10 
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Mietagaming Games Article Index 
A Continuation of the Continuation 


by Duke Ritenhouse 


Well, I found a couple in a box 
marked “gaming stuff.” It turns out a 
couple more were actually at my par- 
ents’ house, of all places. And I had put 
aside another to help with research for 
an Ogre/G.E.V. article. The bottom 
line: my “Metagaming Games Article 
Index, A Continuation” article from 
issue #5b (November 1996) of VIN- 
DICATOR was inadvertently missing a 
handful of SPACE GAMER issues. 

I believe the appropriate expression 
is “my bad.” 

However, all of the missing issues 
have been located and examined for any 
and all of their Metagaming content. 
The results are listed below. 

One quick note - in theory, VIN- 
DICATOR is now the sole source for 
every Metagaming article to ever 
appear in the pages of THE SPACE 
GAMER, THE FANTASY GAMER 
and INTERPLAY. The following arti- 
cles comprise the index: 


1 “Metagaming Games Article Index 
- Part One” by Michael Friend, 
VINDICATOR #4 (SUMMER 
1996), PAGES 18 - 25. 

2 “Metagaming Games Article Index 
- Part Two” by Michael Friend, 
VINDICATOR #5a (October 
1996), pages 5 - 8. 

3 “Metagaming Games Article Index 
- A Continuation” by Duke Riten- 
house, VINDICATOR- #5b 
(November 1996), pages 5 - 8, 10. 


4 This article. 
And now, the continuation of the 
continuation: 


STELLAR CONQUEST 
(1) 


1. Three rules questions (Game Mas- 
ter), TSG 40. 


OGRE (5) 

1. Five rules questions (Game Mas- 
ter), TSG 41. 

2 “Where We’re Going”, Steve Jack- 
son, TSG 46. Announcement that 


Metagaming and Steve Jackson 
Games reached agreement that 
included Ogre and G.E.V. rights 
reverting to Steve Jackson Games. 
The two games were expected to 
reappear in “the spring of 1982.” 


“Where We’re Going”, Steve Jack- 
son, TSG 49. Update on Steve 
Jackson Games’ production of 
Ogre, G.E.V. and related minia- 
tures. 


4 “Badlands”, Steve Jackson, Creede 
Lambard and Allen Varney, TSG 
74. An Ogre variant using the map 
from Necromancer (Steve Jackson 
Games). 


Oo 


5 “New Units and Rules for 
Ogre/G.E.V.”, Jeff Bolton, TSG 
74. The title kind of says it all. 


WARPWAR (1) 


1 One rules question (Game Mas- 
ter), TSG 46. And, of course, the 
ubiquitous “no answer received 
from Metagaming.” 


WIZARD (1) 


1 Two rules questions (Game Mas- 
ter), TSG 46. Right, no answer 
received. 


G.E.V. (6) 


1 Contest results (compiled by Phil 
Rennert), TSG 42. Results of con- 
test originally announced in TSG 
38. Unfortunately, typographical 
errors forced the contest to be re- 
run in TSG 39. Readers could sub- 
mit answers from either contest. 


2 Letter from Joseph Zaepfel, TSG 
45. More esoterica from the 
G.E.V. contest. 


3 Letter from Bob Hensle, TSG 45. 
More from the contest that would- 
n’t die. 

4 Letter from Michael LaBossiere, 
TSG 74. A suggestion for Mobile 
Bridges, an optional unit. 


5 “Operation Newspaper”, Steve 
Jackson, TSG 74. A G.E.V./Shock- 


wave scenario from the creator of 
the system. 


6 “Warren, Jim Gould Left This in 
My Mailbox”, Steve Jackson, TSG 
74. Introduces a number of 
optional units created with a 
spreadsheet program and Henry 
Cobb’s algorithm from TSG 69. 
The units range from intriguing to 
farcical. 


HOLY WAR (1) 

1 Rules question (Game Master), 
TSG 40. No reply from Metagam- 
ing. 


LORDS OF 
UNDEREARTH (1) 


1 Mentioned in “Murphy’s Rules”, 
TSG 49. 


rs 


GRAIL QUEST (1) 


1 Reviewed (very favorably) by Steve 
Winter, TSG 32. 


THE FANTASY TRIP (5) 

1 “Tips for TFT Players”, Jim Dick- 
ey, TSG 41. Four suggestions for 
making TFT play more enjoyable. 

2 Letter from Burton Glass, TSG 41. 
Takes Metagaming to task for fail- 
ing to issue The Fantasy Trip in a 
boxed-set format. 


3 Seven rules questions (Game Mas- 
ter), TSG 49. 


4 “The Flinger and the Blob”, Phil 
Rennert, TSG 49. Two new 
optional character classes for TFT 
players. 

5 “A Critical Hit System for Any 
RPG”, Tom Riley, TSG 74. Adds 
optional critical hit rules to TFT 
universe. 


HELLTANK (1) 


1 Reviewed (neutrally) by W.G. 
Armintrout, TSG 49. 
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MASTER OF THE 

AMULETS (1) 

1 Reviewed (neutrally) by Stefan 
Jones, TSG 49. 


Alien Races in 
Universe 


by Mark Wegierski 


One of the weaknesses of Universe, 
which became an unsupported RPG 
system after the break-up of SPI, is that 
no alien races were brought into play 
(as far as the author is aware). There 
were references in SPI publications 
around 1982 to the alien races initially 
proposed for introduction into the sys- 
tem. 

One of these races was the sht’kl’p, 
a race of shapeshifters. The characteris- 
tics of this race anticipated the portray- 
al of such races in cinema and TV— 
“the most notable mental characteris- 
tic... is their compulsive neatness... 
They keep everything in a precise loca- 
tion and use their eidetic memories to 
memorize the exact place for every 
object in their homes.” Of course, the 
possible psychology of shapeshifter 
races had doubtless been explored in 
printed science fiction since at least the 
1940s. 

Two other races mentioned in this 
one-page photocopy from what is 
probably an issue of ARES, are “a race 
of lupine carnivores with strong family 
ties”, and “a race of symbionts”. The 
idea of societies of evolved wolves or 
dogs is extremely common in many 
types of science fiction. The interaction 
of actual wolf-packs or such canine 
characteristics as intense loyalty, provide 
an easy matrix for transfer to an “alien” 
culture. As for the symbionts, they have 
also made an appearance in cinema and 
TV. An important issue is whether the 
symbiont is actually a parasite, who 
damages the host-being, or whether it 
is something generally life-enhancing to 
the host as well. 

It would be appreciated if any fur- 
ther information on the proposed alien 
races in Universe (such as the names of 
the lupine and symbiont races) could be 
conveyed % the Editor. Readers who 
have easy access to all the extant pub- 
licly available information could per- 
haps write a longer piece on each of 
these three races. QO 


GAMES FOR SALE 


I’ve found another source for 
Metagaming games and he just hap- 
pens to be a subscriber! Ed Markle of 
Micanopy, Florida told me last year that 
he has access to a bunch of Metagam- |- 
ing products. The local hobby shop 
that Ed frequents has several copies 
available of many old games and Ed has 
agreed to be a “purchasing agent” for 
anyone who asks him to acquire one or 
more of these games from the shop. 
The Micros are selling for $5.00 each 
and the larger games are selling for 
$7.50 each. The shop only has less than 
a half dozen copies in stock for most of 
the games but they are also in mint, 
shrinkwrapped, unopened condition! 
The following titles are available: 

Advanced Wizard, Fantasy Mas- 
ter’s Screen, Stalin’s Tanks, Rommel’s 
Panzers, Fury of the Norsemen, Wiz- 
ard, GrailQuest, Rivets, Annihila- 
tor/One World, Invasion of the Air- 
Eaters, The Air-Eaters Strike Back!, 
Dimension Demons, The Trojan War, 
Treasure of Unicorn Gold, Orb Quest, 
Trailblazer, Starleader: Assault, Artifact 
and Master of the Amulets. 

If you’re interested in buying one 
or more of these games please feel free 
to write to Ed to make the appropriate 
arrangements. Ed’s address is: 


Edward W. Markle 
Route 2 Box 352 
Micanopy, Florida 32667 


THE TROJAN WAR (1) 


1 Reviewed (neutrally) by Paul 
O’Connor, TSG 45. 


FANTASY MASTER’S 
SCREEN AND FANTASY 
MASTER’S CODEX (2) 


1 Fantasy Master’s Codex, reviewed 
(unfavorably) by William A. Bar- 
ton, TSG 41. 

2 Fantasy Master’s Screen, reviewed 
(favorably) by William A. Barton, 
TSG 41. 


A FISTFUL OF TURKEYS 
(1) 


1 Reviewed (very unfavorably) by 
Tom Gordon, TSG 41. Classic 
line: “Possesses nothing unique or 


worth $1.95.” 


MISCELLANEOUS (3) 


1 News item on Metagaming’s 

upcoming line of “Metagames”, 

TSG 40. 

News item on Metagaming launch- 

ing INTERPLAY magazine, TSG 

40. 

3 INTERPLAY magazine reviewed 
(neutrally) by W.G. Armintrout, 
TSG 41. Oo 


to 


SOLO WARGAMERS ASSOCIATION Remember... 


LONE WARRIOR 


North American = 


The Solo Wargamers Association is the only 
organization of its type in the world. Lone Warrior, 
our quarterly Joumal, covers solo wargaming 
methodologies and scenarios for miniatures, board 
gaming, computers, and play by mail. Historical, 
Science Fiction, Fantasy, it’s all here. Annual mem- 
bership includes 4 issues of Lone Warrior and other 
services such as access to the world’s largest war- 
gaming library. Send $20 to: Solo Wargamers 
Association; 1707 Ridge Road; Leavenworth, KS 
66048. Canadians, please send $25 in U.S. funds. 
No checks in Canadian currency please. 
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BACK ISSUES FOR SALE 
Official prices for back issues are as 
follows: 
Quarterly issues: 
#1 and #2 $1.00 each 
#3 $1.15 each 
(including the new 
Olympica map) 
#4 $2.70 each 
(including the complete 
Stellar Wars game) 


Monthly issues: 
#5a & #5b $1.00 each 


#5c $2.00 each 
(including the extra 
counters and multi-play- 
er map for WarpWar) 
#6a $1.00 each 


Subsequent back issues of the 
“regular” monthly issues will sell for 
$1.00 while the supplemental issues 
will sell for from $1.50 to $2.00 each 
to account for the additional expense 


Michael Friend 
P.O. Box 384 
Manlius, NY 13104 
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of the extra counters and/or map 
included with the issue. I have over 
two hundred copies each of all four 
quarterly issues and can always run off 
extra copies of the monthly issues 
when needed, so please feel free to 
order as many back issues as you want. 
You can pass them out (or sell them) 
to your gaming buddies to let them 
know what they’ve been missing, or 
just do your duty to help promote the 
continued relevance of science fiction 
games in general and VINDICATOR 
in particular. Whatever your reason 
for wanting to order them, this is just 
to remind you that back issues are def- 
initely available. Again, checks should 
be made payable to me, Michael 
Friend. | 


2a 
CLASSirFicDS 

FOR SALE Science fiction and his- 
torical wargames from the 70’s to 
the present priced to move. Send 
LSASE with 32 cents postage for 
free list. Gary Kalin, 1026 Timber- 
field Dr., Ballwin, MO 63021 
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ANTARES 
(continued from page 7) 


continent, and he has lots of troops to 
make sure they stay that way. Not only 
does he have two Laser Tanks, making 
him unique among the houses, he has 
two Power Infantry to back them up 
and a lone Jump Troop that can quick- 
ly cut across any terrain. The only dis- 
advantage to Edistyn’s troops is that, 
for the most part, they’re not leaving 
the mainland. But the number and 
strength of troops more than makes up 
for this shortcoming, and you will be 
well protected in the southern peninsu- 
la, as most forces will have to take the 
long way to your fortress. His ability to 
select the better of two dice in combat 
is likewise an automatic bonus, and one 
of the best Leader powers available. 
Watch our for Maczenzie, as he may 
have his eye on your fortress. Try to 
quickly fortify your position, perhaps by 
taking out or allying with Braganza of 
Sessedi. House Edistyn is an excellent 
choice for starting out the game on the 
right foot. ¥ Og 
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